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WARRANTY 


FLOPPY ENTERPRISES will replace disks if they are defective at the time 
you receive them. If this happens, mail the software back within 60 days from 
the date of purchase to receive a replacement copy. 


Disks which have been damaged through computer use may be returned to 
FLOPPY ENTERPRISES to be replaced for a fee of $10.00 each. A check or 
money order must accompany the returned disk. 


FLOPPY ENTERPRISES computer programs are copyrighted and any 
unauthorized copy for reuse, extended use, sharing, or resale is illegal. 


FLOPPY ENTERPRISES does not guarantee the results of the use of its 
computer programs nor is FLOPPY ENTERPRISES in any way responsible or 
liable for the results of present or future use of the software. 


FLOPPY ENTERPRISES reserves the right to modify its programs and/or 
change its prices at any time. 


Comment: 

All FLOPPY ENTERPRISES’ programs have been designed to help 
learners acquire skills and abilities. The developers of FLOPPY ENTER: 
PRISES software recognize that computer assisted instruction is one of many 
effective educational methods involving human interaction. Therefore, computer 
programs should be used in conjunction with other approaches to teaching and 
learning. | 
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COMMENTS 


Floppy Enterprises programs have been 
designed to help learners acquire skills and 
abilities. The developers of Floppy Enterprises 
software. recognize that computer assisted 
instruction is one of the many effective edu- 
cational methods involving human interactions. 
Therefore, computer programs should be used 
in conjunction with other approaches £0 
teaching and learning. 


Floppy Teaches Letter and Numeral Recog- 
nition is one of a series of programs designed 
to meet the developmental abilities and early 
educational needs of children. 


The specific contents for all program 
options are included in the following sections 
of this manual. 


Li 


PROGRAM DESCRIPTION 


Teaches Letter and Numeral 
Recognition helps the child to match identical 
capital letters, small letters and the numerals 
O = 9, ~The capital or small letters can be 
presented in sequential order or randomly, or 
specific letters or numerals can be selected for. 
individual practice sessions. Additionally, 
"search" games provide extra challenges as the 
children progress through three levels of 

‘ difficulty, finding matching letters or 
numerals within pictures. 


Floppy, a delightful animated character, 
presents a letter or numeral enclosed within 
a box ({A]), and the child must find its identi- 
cal match by moving the box across the screen 
until it encloses the correct matching letter 
or numeral. Four keys and the space boar are 
needed to play the eleven game options. Four 
keys in the middle of the keyboard (Y,B,H,G) 
have arrow stickers on them to indicate the four 
directions in which the box can be moved (THe), 
and the space bar is pressed when the child 
wishes to indicate his/her choice of the correct 
matching letter or numeral. (Some of the easier 
games require only two directional keys.) If 
‘the child makes a correct choice, the program 
is advanced and Floppy presents another letter 
or numeral for the child to match. 11. the 
child makes an incorrect match, a single "beep" 
from the computer signals to the child to choose 
again. | : 


Except for the program options which 
sequentially present lettersor numerals, all 
other game options present a random selection 
of letters or numerals to maintain. the child's 
interest and enjoyment. | 


a 


In addition to playing several delightful, 


PROGRAM OBJECTIVES 


interactive games, the children will be develop- 
ing perceptual skills and other abilities re- 
lated to beginning E8¥OLe of reading and 
mathematics. 


The participation required of the children 
by this program will specifically help them to: 


i= 


recognize similarities and differences 
among letters and numerals; 


develop visual search and comparison-_ 
looking skills; 


discriminate gross and fine differences 
among tebiers and numerals; 


practice left a right visual track- 
ing; 


develop decision-making skills; 


select matches for individual capital 
and lower case letters and the numerals 


Con 1 


foster eye-hand coordination; 


become more familiar with the sequence 


of the letters of the oe and the 
numerals O - 9; and 


experience the satisfaction of saarer< 
ing tasks with progressive levels of 
difficulty. 


SPECIAL FEATURES 


--Any program option can be exited by pressing 
the "RETURN" key, which will cause the program 
to return to the main menu. 


--After each program option has been played by 
the child, the program returns to the main 
menu where access to detailed recordkeeping 
information is provided. 


--The sound may be. turned off or turned back 
on by pressing both the "CTRL" and "S" keys 
after the menu has been presented. 


--Teachers or parents may select specific 
letters or numerals to be practiced. 


———S 


PREPARING THE KEYBOARD 


In addition to the "RETURN" ey which will 
return the user to the main menu at any time, 
four keys are used in this program---the letter 
"Y" key, the letter "B" key, the letter "G" 
key, and the letter "H" key. 

Place stickers or pieces of masking tape, 
with arrows pointing in the directions indicated 
below, on the following keys: . 

: Arnew up} on. *F" 

Arrow down Won "B" 
Arrow to the right-—?> on "H" 
3 Arrow to the left <—on "G" 
Pressing these keys will cause the cursor 
box to move in the directions indicated. 
These keys have been selected because 
they are centrally located cn the keyboard and 
- are away from the "RETURN" and "RESET" keys. 


THE PROGRAM 
Eleven program options are available after 
the initial credits and program title have been 


presented on the screen. The first menu pre- 
sented is the main menu which appears as follows: 


FLOPPY MAIN MENU — 


- Capital Letters 
Small Letters 


C 
S 
N Numerals 
I 


Instructions 


Press C,S,N, Or 


You will notice the SOUND ON in the box 
under FLOPPY MAIN MENU. Pressing "CTRL S" when 
the main menu has been presented will either 
Switch the sound off or on depending upon which 
mode the program is currently in. 


Pressing "C" on the main menu will cause 
the " Capital Letters" sub-menu to appear on 
the screen: 


CAPITAL LETTER CHOICES 


Capital Letters in Order (A-—2) 

. Capital Letters (Random Selection) 
Capital Letters of Your Choice 

_ Capital Letter Search Game 


Press A, B, G, or D 


Pressing "S" on the main menu will result 
in the "Small Letters" sub-menu appearing on 
the screen: 


- Small Letters in Order (a-z) 
3 Small Letters (Random Selection) 
ts Small Letters of Your Choice 
. Small Letter Search Game 


Press A, B, C, or D 


Pressing "N" on the main menu will cause 
the "Numeral" sub-menu to appear on the screen: 


NUMERAL CHOICES 


A - Numerals. in Order (0-9) 
B - Numerals (Random Selection) 


C - Numeral Search Game 


Press A, .B;y or C 


Pressing "I" on the main menu will cause 
the following “Instructions” to appear on the 
screen: 


INSTRUCTIONS 


--Place stickers (or pieces of masking 
tape),-with arrows. pointing..in.the 
directions indicated ede > on the 
following keys: = 


Arrow: tp Tor "= 

Arrow down ¥ on "B" 

Arrow to [ne -Fient Fen a 
‘Arrow tothe left <~ “on-"G"~ 


Pressing these keys will cause the 
cursor box to.move in the directions 
indicated. | 

--Press the space bar to make a 
selection when the cursor box is on 
the correct letter or numeral. 


--Press "RETURN" at any time to return 
to the main menu. 


Press "RETURN" 


CONTENTS 


Individual program segments can be loaded 
bynpre Ssing the-approprisie letter tothe, Lert 
of the sub-menu item. After each program seg- 
ment has been completed, the program will auto- 
matically return to the main menu. 


CAPITAL LETTER CHOICES 


A - Capital Letters: as Order (A -Z ) 
All of the capital letters are presented in 
order from A-Z. Each time a letter is pre- 
sented, the child must find its identical 
match among four letters presented. Upon 
completion of the 26 letters by the child, 
the program will automatically return to the 
main menu. When Floppy stops moving, "CTRL" 
and "R" can be pushed to obtain the results. 
The following is an example of the kind of 
screen that will appear: 


_ RESULTS ARE FOR: CAPITAL LETTERS 
NUMBER CORRECT - 23 NUMBER WRONG - 03 
MISSED LETTER INCORRECT ‘TIMES 
OR NUMERAL CHOICE MISSED 


qoRere =S1X “capital toc ace are presented in 
random order. All of the letters and the 
four choices are randomly selected. If 
"CTRL" and "R" are pressed after the 
program has returned to and completed the 


presentation of the main menu, the results 
will appear on the screen. 


f 


C. - Capital Letters of Your Choice 


In this option, you may choose five capital 
letters to be practiced by the child. Type 
in the five letters of your choice. Floppy 
will present 26 random selections of these 
five letters. Less than five different 
letters can also be selected. After the 
child has completed the program, pressing 
"CTRL" and "R" will cause the results to 
appear on the screen as described in "A". 


D - Capital Letter Search Game | 
| In the capital letter search game, Floppy 


will present a letter in the cursor box on 
the left side of the screen. Pressing the 
?,+,—2 ,€ keys will cause the box to 
move in the direction indicated. When the 
child has enclosed the identical match within 
a given picture, the space bar is to be 
pressed. If the choice is correct, Floppy 
will present a new letter. If the child 
presses the space bar over Floppy or between 
letters or over an incorrect choice, the 
computer will beep as a Signal to the child 
to make another selection. 


In the first segment, Floppy presents a 
capital letter in the box and the child moves 
the box within a flower design where five 
capital letters are displayed. This sequence 
is presented ten times. When the child has 
made ten correct choices, Floppy comes on > 
the screen with the Floppy reward segment. 


Then, a truck appears on the screen and the 
child is presented with ten capital letters 
to find within the truck where eight capital 
letters are presented as choices at one time. 


When this segment of the program has been 

completed, Floppy will present the reward 

segment and the program will automatically 
move to the third segment of the game. 


In the third segment, Floppy presents ten 
capital letters(one at a time) to be found 
among groups of sixteen capital letters.. 
Upon the successful completion of this 
segment, the program will automatically | 
return to the main menu. At this time, 

“CT Rivh-and oR mayeve pressed “0 862. he 
results. (If "RETURN" is pressed during 
any segment, the program will return to the 
main menu and "CTRL" and."R" may be pressed 
to view the results. ) 


SMALL LETTER CHOICES 


A - Small Letters in Order (a-z) 
All of the small letters are presented 
in order from a-z. Each time a letter 
is presented, the child must find its 
identical match among four letters pre - 
sented. Upon completion of the 26 | 
letters by the child, the program will 
automatically return to the main menu. | 
When Floppy stops moving, "CTRL" and "R" 
can be pushed to obtain the results. 
Please see Capital Letter Choice "A" 
for an example of the recordkeeping. 


B - Small Letters (Random Selection) 
Twenty-six small letters are presented 
in random order. All of the letters 
and the four choices are randomly 
selected. If "CTRL" and "R" are pressed 
at the conclusion of the game, the 

screen will pees the same type of 


information as described in Capital 
Letter Choice “A”. 


Small Letters of Your Choice 


In this option, you may choose five 
small letters to be practiced by the 
child. Type in the five letters of 
your choice. Floppy will present 26 
random selections of these five letters. 
Less than five different letters can 
also be selected. After the child has 
completed the program, pressing "CTRL" 
and "R" will cause the results to 
appear on the screen as described in 
Capital Letter Choice "A". 


Small Letter Search Game 

In the small letter search game, Floppy 
will present a letter in the cursor box 
on the left side of the screen. Press- 


ing the t,%,7> ,@ keys will cause 


the box to nie: sas the direction: indica- 
ted. When the child has enclosed the 

identical match within a given picture, 
the space bar is to be pressed. If the 
choice is correct, Floppy will present 
a new letter. If the child presses the 


space bar over Floppy or between Letters = 


or over an incorrect choice, the com- 
puter will beep as a signal to the child 
to make another selection. 

In the first segment, Floppy presents — 

a small letter in the box and the child 
moves the box within a house design © 


where five small letters are displayed. 


This sequence is presented ten times. 


ch: ae 


When the child has made ten correct 
choices, Floppy comes on the screen 
with the Floppy reward segment. 


Then, a bullseye appears on the screen 
and the child is presented with ten 
small letters to find within the bulls- 
eye, where ten small letters are pre- 
sented as choices at one time. 


When this segment of the program has 
been completed, Floppy will present 
the reward segment and the program will 
automatically move to the third segment 
of the game. 


In the third segment, Floppy presents 
ten smali letters (one at a time} to be 
found among groups of sixteen small 
letters. Upon the successful comple- 
tion of the third segment, the program 
will automatically return to the main 
“Menu. At this time, "CTRL™ and“"R* 
may be pressed to see the results. (If 
"RETURN" is pressed during any segment, 
the program will return to the main 
menu and "CTRL" and "R" may be pressed 
to view the results.) 


‘NUMERAL CHOICES 


The Se an FS O frost 9 are presented 
sequentially. Each time a numeral is pre- 
sented, the child must find its identi- 
cal match among four numerals presented. 
Upon the successful matching of the 
numerals by the child, the Floppy reward 
segment is PEeeereed s and the program 


it 


automatically returns to the main menu. 


When Floppy stops moving on the main 
menu; “CTRL” and’ *R"-can be pushed to 
obtain the results. 


Numerals (Random Selection) 

Twenty-six numerals are presented. 
These numerals and the four numeral 
choices are randomly selected each time 
thie gam@ is played. “If - "CTRb" and: “Rk” 
are pressed after Floppy stops moving 
on the main menu, the results will © 
appear. : 


Numeral Search Game 


In the first segment of the numeral 
search game, Floppy presents a numeral 
and the child must find its match hid- 
den in a train engine design where five 
numerals are displayed. After the child 
has made ten correct choices, Floppy 
appears with the reward segment. The 
program then moves to the second segment 
where ten numerals are presented ina 
candle. When the child has made ten 
correct matches, the Floppy reward seg- 
ment appears. | 


Then, the program automatically moves 
to the third and final segment where 
the numerals are presented in groups 

of 16. The child must find ten numerals 
(one at a time) hidden among the 16 
numerals. Upon the successful comple- 
tion of this portion of the program, 
the Floppy reward segment appears for 
the final time. The program will auto- 
matically return to the main menu where 
"CPTRLY and “R"- may be pressed to see 


IZ 


the results. (If "RETURN" is pressed 
during any segment, the program will 
return to the main menu and "CTRL" and 
"R" may be pressed to view the results.) 


Show the child the picture of Floppy on the 
cover of this manual, explaining, "This is 
Floppy: Floppy is going e help you play 
this game." 


Show the child the left and right arrow 


stickers you have placed on the "G" and 

“H" keys. -Tell the. child, -"These are the 
keys you will be pushing in this game." 

Load the program. When the main menu appears, 
press "N" to move the program to the numeral 
sub-menu. Then press "A" for the "Numerals — 
in Order" game. (This is the shortest and 
easiest game option.) Explain to the child, 
"I'm choosing a game for you to play." 


; When the following screen appears, 


say, "Look! Floppy has a zero. Floppy 
wants you to find another zero just like 
this one." (Point to the zero on the left 
of the screen.) 

Show the child the right arrow (=9) key. 
say "Press this key to move Floppy and the 
box over to the other zero. 

When Floppy is above the seven and the box 
encloses the seven, ask the child "Is 

this a zero?" If the child says."“No", 

say "0O.Kl Move Floppy again." Repeat this 
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base 


procedure until Floppy is over the zero 
and the cursor box encloses the zero. 
When the child says "Yes", say "Good! 
You found the zerot Now press the space 
bar. ~If you are correct, Floppy will 
give you another numeral to find." 
Have the child continue the game. If 
the child passes a correct choice, show 
the child how to press the left arrow 
(€) key. If the child makes an incor- 
rect choice and the computer beeps, say 
"Uh, Oh? Ploppy wants you to.try again.” 
(Note: Repeated pressing of the right 
arrow (—) key will cause the box to 
rotate continuously from left to right 
on the four choices.) When the game has 
been completed and the Floppy reward seg- 
ment has been presented, the program will 
automatically return to the main menu. 
say to the child "Let's find another 
game to play." Select another game as 
desired from a sub-menu. 
The following is a suggested order for 
introducing the games based on the relative 
difficulty of the content of the various. 
games: : 
Numerals (Random Selection); 
Gapital Letters in Order (A-Z); 
Capital Letters (Random Selection); 
Small Letters in Order (a-z); 
Small Letters (Random Selection) ; 
Letters or Numerals of Your Choice; and 
search Games. 


When explaining the search games, show the 


child the four arrow keys and demonstrate 
how they move Floppy's box to the matching 
letter or numeral. (Remember, each search 
game has three levels of difficulty which 
present increasingly more complex chal- 
lenges to the child!) 
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KEREEE SSWARRANTY #2 4RRE 


Floppy Enterprises will replace disks 
or tapes 1f they are defective at the time 
you receive them. If this happens, mail 
the software back within 60 days to receive 
a replacement copy. 


Disks or tapes which have been damaged 
through use may be replaced for a fee of $6.00 
each. This offer is good for a period of one 
calendar year from the date of purchase. A 
check or money order must accompany the _— 
returned disk or tape and the Warranty Regis- 
tration Card must be on file with Floppy 
Enterprises, 716 E. Fillmore Avenue, Eau. 
Claire, Wisconsin, 54701. 


Floppy Enterprises does not guarantee 
the results of the use of its computer pro- 
grams nor is Floppy Enterprises in any way 
responsible or liable for the results of 
present or future use of the software. 


Floppy Enferorisés reserves the ment 
to modify its programs at any time. 


HH 


Floppy Enterprises computer programs 
are copyrighted and any unauthorized copy 
for reuse, extended use, sharing, or resale 
is illegal. : 


THE FLOPPY 
SERIES 


FLOPPY TEACHES... 


WHAT IS MISSING? 


SAME AND DIFFERENT _/©\ 


HOW TO PRINT LETTERS AND NUMERALS . 


LETTER AND NUMERAL ecoahancns Le) 


MATCH-UPS IN MAZES LS\ 


FLOPPY ENTERPRISES 
P. O. Box 366 
Menomonie, WI 54751 
715-235-2288 


So es Re eet eee ce ae 
FLOPPY ENTERPRISES 
@\ P. O. Box 366 4 
Menomonie, WI 54751 
715-235-2288 
FLOPPY TEACHES... 


LETTER AND NUMERAL RECOGNITION 


PRODUCT REGISTRATION CARD 


Floppy Enterprises will replace disks if they are 
defective at the time you receive them. If this 
happens, please mail the software back within 60. 
days to receive a replacement copy. This card 

must be returned within 60 days after the software 
has been received for the warranty to be in effect. 


Disks which have been damaged through use may be 
returned to Floppy Enterprises to be replaced for 
a fee of $10.00 each. This offer is good for a 
period of one calendar year from the date of pur- 
chase. A check or purchase order must accompany 
the returned disk and this registration card 

must be on file with Floppy Enterprises. 


A single back-up disk may be obtained for a fee 
of $10.00 by completing this card and accompanying 
it with your check or Purehase order. 
NAME | | 
SCHOOL __ | , | | 

cilia nae dsc oh cmc ceca aang ag 


ADDRESS 
CITY State 
ZIPCODE _ TEL. NO. 
COUNTRY (if not USA) 


Ss (month, date, year) 


= A check or purchase order for a back-up 
disk is enclosed. 


« F 
GREG RTT SNS NS NB SOE ARR RT HN a a Na LT Ch GN EERO MIRAE RN Bay 


Purchase Date 


3 ‘ : ae y, mee : ty . 
‘ i d e “Ss ‘ veatN Sapa Si a Cae 
. 2 ag, « $ Pits 1 ‘ poe oa Five * eas 
: . - 5 ‘i 
1 2 . 
\ © ¥ ‘ : : 
cs Ses ea . ae -# y : , 


N is ae cee i he ae eke ‘3 eat 
‘ 
: Se A 
* oe 5 2 See tere Aeeegetye cea : 
we “ 
A : ars . or bt args Regt saree ey ; 
A ea ee WP Shes = 
2 
® ‘ 
* 7 ee ‘ . Ree ase (Sin, tt ght Tae niettton BRE 
eat as a gd re 2 
; + 
F : » oe 2 tee ee Seek = mal feo yas nr eal ‘ (fae . 
= ie a ane « : eng ee Ph a ‘ . ‘ ~ ro. nee : 
, y : ek - " . : ‘ : " : ek es : 
. ; ge a, rt a et . ; Pea, e ; : : . 
* > * : : 


nae stint < ‘i é Tere : i ° : . 
: oa * 2 Korg 
' i nee a im ” eer A 
a ny ue c . ; ‘ ; 
; 5 = : 
roe < ate . : : ’ 
E Sd ty ; ; : : 
bay i 4 carl ‘ , or: ; . 
or - te “he eS z " 4 : 
f , ! 
5 ate Paz ss s a al bt, ih on 
2 vee es ‘s 
rant ae F ; Es 
a ae Re ts Ly ‘e \ * . ! A 5 
of bees i F ee 
© . 
eae a : % Ssh ae ees . : ca = 
vw A e ant "> M 
Nes ra os ES : Sit ¥ ie ae Ss 2 fs 
ee, re . : srs . W560 
eS : ’ Z . 
tos oo ° ‘ aa oar m ' 
Sees ae : Me ai aes : = ey i 3 ie 
agence” Beirne A E 4 * : ‘ ; ie Ay < ' : 
: oe Se i : - . 
& F : s 
at ; 3 es : ‘i ca . c - 4 ae 
bie) ge ae s 7 i 3 Bs . 4 
ah ’ te z te ‘ : c Mi are 
—_ - pee, 3 : 4 Bi 
, ve ty 5 F ea c . ne) < ve 
3 y . 
‘ Ey, eres.) = ies ib ‘ ? : Fike Be 
a Pk ee es Wray . r 4 am 
as f i D ; 3 
- oe ‘ eee Pea 
. ater art . Say “ 4 
r ‘ 
’ 7 . ; . 
; . 75 eee a A ob oat 
‘ ? . j; = 
- ies 5 - efi, s 
; . 
: , 
° 
. ‘ 4 ‘ . 


oe 


rk 


= 
ree 


eee 


Bee 


SSRs a ; 


Ries 


= 


Se 


BH 


an 


o 


ip 


2 


Se 


a 


Ne 


IS AN OFFICIAL MEMBER OF THE 


Floppy Computer Cub 
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THIS IS TO CERTIFY THAT 


HAS COMPLETED THE FOLLOWING FLOPPY PROGRAMS: 
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